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Staying Power 

When Pokemon first hit 
it big, naysayers wrote 
off the games as a pass¬ 
ing fad. Well, over a de¬ 
cade later, Pokemon mania is still 
running wild, which got me think¬ 
ing: what is it about long-running 
series that keeps them popular? 

The folks at Nintendo would be 
able to answer that question bet¬ 
ter than anyone, having success¬ 
fully maintained Mario, Metroid, 
Zelda, and many more of gam¬ 
ing’s longest-lasting franchises. 
Of course, having top develop¬ 
ment talent is critical, along with 
the budget and resources need¬ 
ed to produce top-quality titles. 
A single lackluster installment, 
without top creators or enough 
new ideas to keep things fresh, 
can doom a series. Conversely, 
the makers of the Mario and 
Zelda games have been great at 
mixing things up while retaining 
the core gameplay fans want. 

Keeping just one series hot is 
tough; the fact that Nintendo has 
succeeded with so many proves 
the publisher is one of the best. 




once again to answer 
your letters while taking 
a break from teaching 
my Zubat to fetch Cokes 
from the soda machine. 
But first, this month’s 
special letter request: 
what would be the cool¬ 
est thing that Nintendo 
could reveal at June’s E3 
vidpo game expo? Send 
your responses to the 
address on pages, and 
we’ll print the best ones! 


iW 

HEARING THINGS 
PART TWO 

speak French in Mario Kart 

heard strange things from video 
game characters that don’t say 
any words. Midna from Twilight 
Princess always blabbers 
nonsense, right? Well, in the fourth 
dungeon, my brother changed into 
Wolf Link and it sounded like Midna 
said, "I’ll give you kibbles.” -(no 


MISSING MOLE 



Suda51 discussing No More Heroes: 
Desperate Struggle, the first thing 


Sylvia says, “Too bad there won't 
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I nearly fainted when I saw the 
Boom Blox Bash Party feature in 
Vol. 239. The first Boom Blox doesn’t 
get enough credit (it lost your Best 
Puzzle Game award to Professor 
Layton? Bool). Its level editor rocked, 
and Bash Party will let you trade cus¬ 
tom stages online! Everybody better 
give this game its due. -stacy m. 

You don’t have to tell us, Stacy-we scored the first game an 8.0, 
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TRACKMAN I A® DS 



"...a blast to play...really, really addicting.” 

», — Mark Bozon, IGN.com 



.an outrageously fun racer, with a highly original twist. 

— Official 


fnagazine, Oct. 2008 


TrackMania DS is the mmt heart-pounding, 
stunt-filled racing game ever to bum 
rubber on the Nintendo DS™! 
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Wii Channels 


Check out a crazy WiiWare game from overseas, 
then come back home for the latest WiiWare and 
Virtual Console news, reviews, and info! 


Sega Goes Gaga 


ire parody and completely 


take long before you stumble 
onto Super Mario Bros.-based 
six levels with jokes; you find power-ups 
including a in brown-brick blocks, fight 
luter space, turtles that look almost 




























Wii Channels 


EVALUATION STATION 


Politically 

Correct 

President’s Day has 
come and gone, but 
we recently stopped 
by the Check Mii Out 
Channel to pay our 
respects to a few 
politically motivated 


? 




Ak 

HILLARY CLINTON 

by St. Patty 



JOHN MCCAIN 


A 

GEORGE WASHINGTON 

by Einstein 
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As you tame this new 
frontier, you may find 
yourself in the roles of 
farmer, warrior or savior. 


Explore the mystery in 
the skies above or face 
» dangers lurking in the 


A world of choices 
awaits you. 
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a very large 
slice of pie. 


Racked with 
Guilt 

GUILTY GEARXX 
ACCENT CORE PLUS 













































Obey Me! 

OVERLORD: DARK LEGEND 


Game Shape 

EA SPORTS ACTIVE 
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POKEMON goes 

PLATINUM 


T he arrival of any new Pokemon game is newsworthy, but when Pokemon 
Platinum Version graces the Nintendo DS this March it will be an event. Poke¬ 
mon fans of every age and level of skill—whether they live to battle or love to 
collect-will find fulfillment in this Pokemon adventure, the third one based in the 
Sinnoh region. For Pokemon Diamond and Pokemon Pearl Version veterans, the 
Platinum version will offer familiar experiences but also exciting new twists, plus 
several entirely new interactive Wi-Fi features. For players who missed Diamond 
and Pearl, Platinum provides the ultimate excuse to get back into the game. It is 
bristling with features and challenges. We’ve dived deep into Pokemon Platinum, 
and we've put together our top 10 reasons you should go Platinum, too. 
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GIRATINA! 
































































































NINTENDO! 


1 he world is ending. 
You must create a new one. 


seeD 























Play Like A Champion! 


CHAMPIONS 


AVAILABLE on the Wii 
March 2009! 


PlayStation.2 


XBOX 360 


KONAMI 














Talking Pokemon 




How do people react when they 
learn that you work on Pokemon 













































‘Surprisingly fun and clever 
platform puzzler with 
endearing characters’* 

“Seven kinds of awesome!” 


NINTENPa|~y^ 








OFF THE 
BEATEN 
TRACK 


Bowling pins, field goals, pie-throw¬ 
ing, and robotic bugs-Monster 
Games lets its checkered freak flag 
fly with its sequel to Excite Truck, 

Excitebots: Trick Racing. 

Any surprise involving bugs usually isn’t a good 
one, but Excitebots: Trick Racing-a follow-up to 
Excite Truck featuring insectlike vehides-has only 
just been announced, and it's nearly out! Yep, April 
will see the return of Excite Truck’s turbo-jumping, 
tree-running, air-spinning madness, with even more 
features, cool stunts, and what-were-they-thinking 
craziness than before. We’ve played the game for 
several weeks, and we’re pleased to report that, as 
much as we loved 'Truck, 'Bots is set to blow right 
past it as one of the top arcade-style racers on Wii. 
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A BEAUTIFUL 
FRIENDSHIP 

An alien and a young lad become best buds and 
embark on a jaw-dropping adventure in the Wii 






QUESTION: What’s visually stunning, has a substantial sweet tooth, and is based on a video 
game property that hasn’t received a new installment in nearly 18 years? Answer: Majesco’s 
A Boy and His Blob for Wii. Designed by Pitfall! creator David Crane, the original A Boy and 
His Blob hit the NES back in 1990 and earned a cult following thanks to its unique puzzle- 
adventure gameplay in which players, controlling a boy, would navigate a world by transform¬ 
ing the youth's blob-shaped alien companion into various objects by feeding him jelly beans. 
Though a Game Boy sequel landed in 1991, the series subsequently went dormant and despite 
Majesco’s intention of reviving the franchise on D5 a few years ago, the game was ultimately 
canned. Now A Boy and His Blob is back and headed to Wii, and with wayForward (makers of 
Contra 4 on DS) handling development duties, the game looks nothing short of amazing. 
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FROM A LEADER IN GAME DEVELOPMENT EDUCATION 



£TTHE. J[III VI/Alt_ 

UMMeR EXPERIENCE. 


DigiPen Institute ofTechnology, recognized by the 
industry as a premier game development college, 
:,presents a two week summer workshop series 
designed to introduce participants of all experience 
levels to the fundamentals of game programming, 3D 
computer animation, game design and robotics. 


Make your own video game, 3D animation 
or robotic vehicle 


Get an opportunity to tour portions 
of Nintendo of America and the 
Microsoft Museum 


Engage in after-school activities 
including game tournaments and 
guest industry speakers 


To find out more, register for Preview Day, 
or research online options, please visit: 


DigiPen 

INSTITUTE OF TECHNOLOGY 


50,01 150th Ave NE 
Redmond, WA 98052 


GAME DESIGN 
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GET ON THE INSIDE 

Immerse yourself in the personalities and 
back-stories behind your favorite characters. 


DEEPER COMICS COVERAGE 

Get one-stop access to the hottest stories 
from all the best comics sites, large & small. 




SHARE, CONNECT, DISCUSS 

Expand your knowledge and make friends 
in a community of comics fanatics like you. 


C0MICSBUPS.COM 

COMMUNITY-DRIVEN INSIGHTS, NEWS AND RUMORS. 



for going on two decades now, EA Sports has 
been the leading purveyor of video game athletics. 
Arguably the most popular brand in all of interac¬ 
tive entertainment has given us everything from 
football to boxing to NASCAR and even rugby. Con¬ 
spicuous by its absence, however, has been an en¬ 
during tennis franchise from the publisher. (Its last 
foray onto the courts was 1994’s IMG International 
Tour Tennis for the Sega Genesis.) That’ll finally 
change this summer when EA Sports introduces 
Grand Slam Tennis. And it’s coming first to Wii. 


OPENING 

SERVE 


EA invites us to 
center court 
for an exclusive 
first look at Grand 
Slam Tennis. 
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ON SALE NOW! 

20 YEARS OF NINTENDO POWER 

The Ultimate Collector’s Item for fans of Nintendo and its official magazine! 
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a pop star, a guitar-strumming ghost, a 
dog ninja, and a dancing frog-you groove 
along with all of them in Rhythm Heaven, 
one of the most charmingly offbeat music 
games we’ve ever played. Seriously, we love 
this game-if we had the power to ensure 
that everyone tries a few deserving titles 
each year, Rhythm Heaven would top the list 
for 2009. It isn’t backed with a well-known 
brand or character, but for many who dis¬ 
cover this little gem, it will be love at first 
play. Like Elite Beat Agents-Nintendo’s oth¬ 
er zany DS musical masterpiece-Rhythm 
Heaven’s distinctive style and simple, ad¬ 
dictive gameplay is sure to earn a dedicated 
following. The game is already a smash hit in 
Japan with over 1.7 million copies sold, and 
if we have anything to say about it, Rhythm 
Heaven will meet with similar success when 
it reaches our side of the Pacific in April. 





PICKING AND PLAYING 

One tap of the stylus past the title screen waits the game’s main menu, from 
which you can jump directly to any of Rhythm Heaven's minigames. There’s more 
on the menu than first meets the eye, so let's take detailed look at the many 
useful pieces of info hidden on this screen. (We suppose it wouldn’t hurt to take a 
quick peek at each of the minigames, too.) 
























































BREAK IT D WN 


's tough to illustrate how a music- and timing-based game 
<e Rhythm Heaven plays using still images, but we’ll give 
a shot. These screen sequences should give you a sense 
f how the various minigames work. Each game is very 
:raightforward, but the genius of Rhythm Heaven lies in th 


actions throughout. (Keep t 
the touch screen-theyindi 


K 
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stages and bonus content are 
unlocked and added to the menu. 
The bulk of the bonus content is 

Games and Rhythm Toys. The first 
category includes stages that 
are similar to Rhythm Heaven’s 
main games, only they keep going 

include flipping and catching a 
coin, and tapping a cowbell to 
a beat that comes and goes 


Rhythm Toys, doesn’t offer any 
real challenge; the offerings her 
are just goofy doodads for you 
to monkey around with, like a 


buttons. In addition to the two 


series of challenges that expand 
upon one of the most enjoyable 
main minigames, and a few other 

won’t spoil here. 

The game’s music mostly 
comes from a superpopular 
Japanese producer, singer, 


fail to put a smile on your face. 
The complete soundtrack can be 

song must be unlocked by beating 
its accompanying stage without 
making a single mistake. 
Beautifully quirky and imagina- 

for players who appreciate games 
that are off the beaten path. But 
despite its bizarre presentation, 

catchy songs, some of which even 
include vocals. The quick-play 
minigames are perfectly suited 
for a handheld; this has already 


play sessions anytime we’ve got a 
few minutes to have fun. 

As you’ve no doubt guessed by 


positive review in our next issue. 


the musical tones of telephone 



















































I f you’re in the mood for game music that’s unique, memorable, 
and emotionally compelling, look no further than the works of 
Yasunori Mitsuda. Having learned the ropes as a part-timer at 
developer Wolf Team before joining Square (now Square Enix), 
Mitsuda finally got his chance to shine as the composer on the 
1995 hit Chrono Trigger, which launched his career as one of the 
top musicians in the gaming industry. When he’s not compos¬ 
ing some of the most powerful original scores in video games, 
Mitsuda can be found putting his music-arrangement talents to 
use (he remixed tunes for the 2003 Street Fighter Tribute Album and, 
more recently, for Super Smash Bros. Brawl) or composing original 
albums, such as Kirite, a collaboration with Chrono Trigger scenario 
writer Masato Kato. Now the president of Procyon Studio, Mitsuda heads 
a team of like-minded individuals who continually strive to deliver the 
best audio in gaming and maintain their reputation as one of the hardest- 
working studios in the business. 




I guess it’s going to be 
difficult to have good titles 
coming from Japan like we 
used to if we keep going on 



Yasunori Mitsuda has worked on numerous titles during his career, and almost all of them are epic in nature. Most of his recent 
soundtracks are collaborations with his fellow composers at Procyon Studios. 
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Paint the Town Red 


called Man Darts in which you 
use a baseball bat to smash 


■ dartboard. Even the title scr 


the occasional bits of yellow) to 
the otherwise black-and-white 
Sin City -style world in which 
protagonist Jack resides. 

Jack is a bounty hunter who 
.;on Island, which 


destroyed, to participate in the 
Running Man-esque game show 
Death Watch. Of course, the real 


If you've followed any of 

ourcoverageofSegaand 
PlatinumGames’s MadWorld, you 
know it's a Mature-rated, ultravio- 
lent romp that's aimed squarely 
at the hardcore gamer. It allows 


blood, suffice it to say, MadWorld 


Although the game is unques¬ 
tionably brutal, the violence is 
so over-the-top that it’s more 
humorous than gruesome. Think 
of it as slapstick comedy taken 
to the extreme. Everything 
is so stylized, so far removed 


to the festivities, you can rack 
up more points by dishing out 
incredible amounts of punish¬ 
ment. A simple example from . 


the tutorial is wrapping a large 

pole through his head, then pick¬ 
ing him up and repeatedly slam¬ 
ming him intoawall of spikes. 
Overkill? Certainly, but finding 


comic-book-like panels. To win 
the game, you have to hack 
and slash your way through 

stylishly violent Wii game. No 
More Heroes, in that you’re 
eliminating a series of memo¬ 
rable bosses to become the top 
dog. MadWorld, however, has a 
lot more going on in terms of the 
gameplay. Jack can eliminate 
enemies by using impermanent 
weapons such as spiked 
baseball bats, golf clubs, and 
daggers or by throwing his foes 
into anything from jet turbines 
to electrified signs to toilets to... 
well, let's just say that there are 
some other clever and surpris¬ 
ing ways to dispatch baddies as 


(The level variety-including a 
couple of motorcycle-centric 
levels-doesn’t hurt either.) 
Fortunately, the controls 


mechanics work pretty Well. 

You can shake the Nunchuk to 
dodge attacks and swing the wii 
Remote horizontally for a spin¬ 
ning back fist or vertically for an 


instances (such as during boss 
battles), you’ll have to match 
the onscreen indicators in what 


prompted^thenJackma 



and the game is, thankfully, pretty 
forgivingin registering your 

Despite taking only five to 

(don't believe the in-game clock 
that says it takes half that), 
MadWorld’s only real flaw is not 
its length-after all, that’s a good 


difficulty level—but rather the 
running commentary. John Di 
Maggio (the voice of Bender from 
Futurama ) and Greg Proops (the 
voice of the English-speaking 



Episode I: The Phantom Menace, 
which unintentionally adds to 
the humor) do an admirable job 
overall, but while their dialogue 
is often funny and risqud, it can 
become annoying when you hear 


It says a lot that repetitive 
commentary is the only really irri¬ 
tating part of the game, though. 
Everything else about MadWorld 
is, while not necessarily perfect, 
highly entertaining. For any 
hardcore gamer, this one is not to 
bemissed.-jusTiNc. 
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Sophomore Slump 




















































































Army of One Hundred and Eight 


SUIKODEN:TIERKREIS 


the story is a good one, mixing 
the usual political intrigue and 
personal triumpnswitn a unique 
sci-fi twist that involves mysteri¬ 
ous collisions between parallel 
dimensions. The game's charac- 


powerful army. 

Unfortunately, Tierkreis 
doesn't get a whole lot else right. 
Exploring your world is a terrible 
bore, with random encounters 
that trigger every few seconds 


Tierkreis’s world is restricted 
to a series of selectable areas 
on a map, and towns offer a 
menu of locations to visit, which 
is not a satisfying alternative to 
free exploration. At least each 


There’s no shortage of RPGs 
in which a small band of heroes 

only the Suikoden series allows 
you to meet the threat with an 
army of your own. It’s impressive 
that the developers of Suikoden: 

continue the series' tradition of 
108 recruitable characters in a 
tiny DS card, but the game suffers 
from a lack of interesting things 
for those characters to do. 

Tierkreis is a heavily story- 
driven game, and may well hold 
the records for the most text and 
voice of any DS title. Fortunately, 


likable, no small feat in a game 
with a cast of hundreds. (The 
voice work is hit or miss, though, 
with mostly good performances 
but a few stinkers in, sadly, very 
large roles.) Longtime fans of the 
series may be disappointed with 
the family-friendly tone-Tier- 
kreis pulls its punches by sparing 
most of the tragic deaths, painful 
betrayals, and hard decisions that 
previous installments reveled in. 
Fans should also be prepared for 

its own, requiring no knowledge 
of the series’ numbered install¬ 
ments and adding nothingto 
the existing mythology. But as 



strategic depth, and virtually no 
challenge. Having a giant roster 
of characters sounds fun, but 
selecting abilities and equipment 
for each of them is a hassle, 
especially with the game's clumsy 
interface. Previous Suikoden 
installments have justified the 
large roster by featuring some 
sort of secondary strategy game 
in which you could put them all 
to good use, but there’s nothing 
of the sort in Tierkreis. Large- 
scale encounters do allow you to 

they still use only a tiny fraction 



great, with beautifully drawn 
backgrounds and fantastic tunes 
that in many cases surpass the 
CD-based soundtrack of past 
installments. The production 
values also get a boost from 
frequent snippets of high-quality 

story’s most significant events. 

It was wise of Konami to stick 
this game with a subtitle instead 
of a number, because this is not 
the Suikoden VI fans have been 
waiting for. It has always been a 
challenge for the series to mesh 
the joys of recruiting a large army 
with game mechanics that put 
the characters to good use, and 
the developers of this install¬ 
ment have done a lousy job of it. 
While it’s still fun to search out 
and recruit new characters for 
storyline reasons, the excessive 
encounter rate makes revisiting 
old dungeons a chore, and the 
characters you recruit do little 
more than gum up the game’s 

about its flaws, Tierkreis’s epic 
scope and engaging narrative 
did keep me playing, eager to 
see what would happen next. 
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MOTOGP 




No Creature 
Comfort 






























































UBSCRIBE NO 


12 issues for only $19.95! 


Check out NintendoPower.com for 

a sneak peek at the latest issue! You 
can also subscribe, renew or give a 
gift at the click of a button! Nintendo 
Power: the best and most Nintendo 
coverage anywhere! 
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MOD JOB 

Black-Magic-Powered PC 

An iconic RPG character becomes a glorious amateur 
case mod. 


Most people have to dig out their NES to get a glimpse at an 8-bit 



Inspired by a love of the character and an interest in modifying 

Boardman, Ohio set to work on a case mod that would bring the 
Black Mage to life in 3-D, all the while retaining its original 8-bit 
design sensibilities. “The reason I love the Black Mage is he is always 
fresh and exciting when playing a Final Fantasy, since he gains new 
spells constantly throughout the story,” says Clinton, who cites the 
character's appearances in the 8-bit originals and Final Fantasy 



ABOVE ^BEYOND 

Got art, cosplay, case mods, etc.? Send them to us 
via email to community@nintendopower.com 

or via snail mail to Nintendo Power/Community c/o 
Future US, 1000 Marina Blvd., Suite 510, Brisbane, 
CA 94005. We’ll run the best stuff in this section. 
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Trick skiing, backwards-riding, flips, 
daffies, and helicopters! 








ss anyone selling releases from 
of support them and do let us know. 

Thank you! 


Our goal is to preserve classic video game magazines so that 
they are not lost permanently. 


People interested in helping out in any capacity, 
please visit us at www.retromags.com 


No profit is made from these scans, nor do we offer anything 
available from the publishers themselves. 



